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WHAT IS TIGER'S TALES? 


TIGER'S TALES: A Reading Adventure is a collection of five stories about the 
mischievous and humorous adventures of a little cat named Tiger. The stories are 
written specifically for beginning readers and contain vocabulary words, story themes, 
and colorful graphics to appeal to young children. 

TIGER'S TALES use an interactive format that requires the reader to make decisions 
throughout the story. For example: In the story "Tiger Hid," Tiger hides and the reader 
must find him. The reader is presented with two places to look: a house and a park. 
Each choice develops a separate story line and ending. This interactive format allows 
students to participate actively in the story development, while it focuses on reading as 
a problem-solving activity. At the conclusion of every story, the story's main characters 
"come to life" in an animated sequence that will delight young children. 

TIGER'S TALES is designed to supplement the school reading program. It builds 
vocabulary skills by using words appearing on word lists for beginning readers and the 
word lists of the major reading textbook series. It improves comprehension skills by 
checking the students’ understanding of a story page before progressing to the next 
one. It improves problem-solving skills by requiring readers to make choices 
throughout a story. 

Reading is probably the single most important skill taught in the primary classroom. 
Since students learn to read by reading, it is important to have a variety of reading 
materials available. TIGER'S TALES fills this need by providing exciting stories that 
will motivate students to read more because reading is an enjoyable and rewarding 
experience. TIGER'S TALES is a reading adventure that entices young students to 
read JUST FOR THE FUN OF IT. 

TIGER'S TALES is designed to operate on a 64K Apple II+, lie, lie, and IlGS, and a 
Commodore 64 computer. A color monitor and a printer are optional, but 
recommended. The program can be used with the Muppet Learning Keys keyboard, 
with the Touch Window (Apple version only) or a joystick (Commodore 64 version 
only). If you need assistance in operating your computer, check the "Working with 
Computer" sections of this Teacher's Guide. 



TIGER'S TALES 
SKILLS AND OBJECTIVES 



Skills Developed: 

Students Work With: 
Grade Level: 


Picture recognition, vocabulary, 
comprehension, and problem-solving 

Words, sentences, and pictures 

K-2 


Reading Level: Grade 1.3-1.5 (Spache Formula) 

Time Needed: Three to eight minutes per story 


Objectives: 


1. To increase a basic reading vocabulary 

2. To improve comprehension 

3. To build problem-solving skills 

4. To read for enjoyment 
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HOW DOES TIGER'S TALES WORK? 


Start TIGER'S TALES by following the directions for your computer type listed in the 
section "Working with the Computer" found in the back of this Teacher's Guide. In 
addition, for the Apple version, directions for turning the sound off and on, and for 
printer, Muppet Learning Keys, and Touch Window setup can be found on page 7. 
When the Story Menu appears, you will see these choices. 



Story Choices 

The Story Menu lists five stories about Tiger. Each story is divided into two parts: a 
WORDS section and a STORY section. 

The WORDS section prepares students for the story. It presents key words and 
pictures from the story, so that students can learn new vocabulary words and identify 
important pictures before they are encountered in the story. 

The WORDS section matches pictures to words. A picture appears with three words 
under it. One of the words is the correct name of the picture. Students select the 
matching word for each picture by pressing the right arrow key to move a box to their 
choice, and then pressing RETURN. (Or by using the joystick to move the box and 
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pressing the joystick button (on the Commodore 64), or by pressing the right arrow key 
and the GO key on the Muppet Learning Keys, or by touching the box (Apple Touch 
Window.) Most of the words/pictures are taken directly from the story. The rest are 
drawn from a bank of high frequency words appearing in reading textbooks written at 
the beginning level. Each time the WORDS section is used, ten pictures will appear. 
The selection and sequence of pictures will vary. Also, two of the three words that 
accompany each picture will be different. 


If a student matches a picture and word correctly, Tiger will appear in a short animated 
reward sequence. If a student matches incorrectly, the wrong words are crossed out 
and disappear, leaving only the correct word and picture. The student presses 
RETURN (the joystick button, the GO key, or touches the direction sentence) to proceed 
to the next picture. 


At the end of a complete sequence, all ten vocabulary words are shown in a list with 
stars next to the words the student got correct. The list of words can be printed by 
pressing "P," or pressing PRINT (on the Muppet Learning Keys), or touching the 
"PRINT" box (on the Touch Window) if a printer is turned on. (See the printer setup 
directions on page 7 for Apple and page 30 for Commodore 64.) If the student does 
not get all of the words correct, the program will continue to review the words/pictures 
the student missed until the student gets the right answers. 



The STORY sections contain the stories about Tiger. Each interactive story has from 
five to thirteen pages. The stories build in length, vocabulary difficulty, and number of 
branching choices. 

Students choose a story and read it one page (screen) at a time. After reading a page, 
they must do what the story indicates by picking the correct picture from a group of 
three. See the example below. 



In this example, the correct answer is indicated by moving the box to the picture of a 
tent and pressing RETURN (the joystick button, or the GO key, or by touching the tent 
picture). If the answer is correct, the story proceeds to the next page. If incorrect, the 
sentence "Get Tiger's tent," is isolated on the screen and the student is given another 
chance. If the student chooses incorrectly a second time, the key word in the sentence 
(for this example, it is "tent") is flashed, and the student is told to answer again. If the 
student misses a third time, the key word flashes in the sentence and underneath the 
matching picture. Students must press RETURN (the joystick button, or the GO key, or 
the direction sentence) to continue the story. At the end of each story, Tiger and other 
main characters appear in an animated sequence. 


5 



Every story except the first one has branching variations which means that students 
can choose what they want to do next. See the example below. 



In this example, students can choose to travel by bus, car, or bicycle. Each choice will 
bring a different result. The car has no gas and the bicycle has a flat tire so these 
choices turn out to be "dead-ends." The student discovers that the bus is the best 
answer. 

When the story is over, the students have the option of reading the story again, 
returning to the WORDS section, or going back to the Story Menu. 

To end a story in the middle, hold down the CONTROL (CTRL) key and press the "E" 
key. (If you are using the Muppet Learning Keys, press ZAP.) 

Directions 

The directions are written so students can read them, but it is advised to go through the 
first story and show students how to respond to the WORDS and the STORY parts of 
the program. 

Each story has variations in story line to encourage the students to read the story more 
than once. These variations are listed on the "Description" and "Story Printout" pages 
of this Teacher's Guide. 

End 

This part of the program will ask "Do you want to try again?" If the answer is yes, the 
program will go to the Story Menu. If the answer is no, the program will end. 


6 




CHANGE OPTION (APPLE VERSION ONLY) 


TIGER'S TALES provides several special options for teachers. You can enter the 
Change Option when the Story Menu is on the screen^ Using the regular Apple 
keyboard, hold down the CONTROL key and press the T key (CONTROL-T). The 
Change Option menu will appear. (If you are using the Muppet Learning Keys or the 
Touch Window, you must use the computer keyboard to set up these options.) 

Before entering the Change Option, remove the write-protect sticker on the diskette. 

-N 


A A A T i <:j e r ’ Tales AAA 
< h a n cj e <_> p + i o n 

[Pr i n±en o j=> ~ti i o r~* ] 
Sound OF>-t i on 
I np-u-t op-t i on 
Ex x -t: 


Press arrows to hove box. 

Press RETURN to select or ESC to exit. 


V, 




Print Option 

In order to make printouts in the WORDS sections of TIGER'S TALES, you must set up 
your printer. (TIGER'S TALES is initially set to "No printer.”) 

On the Apple 11+ or lie: 

1. Select "Printer Option." Then select "Set printer" 
and choose your printer. 

2. Select "Set interface slot" and choose the slot 
your printer card is in. 

3. Select "Set interface card" and choose your card. 

4. Select "Test printer" and press RETURN. Your printout 
will look like the test on the screen. 
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On the Apple lie: 


1. Select "Printer Option." Then select "Set printer" and 
choose your printer. 

2. Select "Set Apple lie port" and select a port. 

3. Select "Test printer" and press RETURN. Your printout 
will look like the test on the screen. 

On the Apple IlGS: 

1. Select "Printer Option." Then select "Set printer" and 
choose your printer. 

2. Select "Set printer port or slot' and choose the port or slot. 

3. Select "Set interface type” and choose "Apple IlGS port" 
or "Printer interface card." 

4. Select "Test printer" and press RETURN. Your printout 
will look like the test on the screen. 

Note: Make sure that the Control Panel Settings match the printer options 

you have just selected. See the Control Panel Settings on page 34. 


PRINTER OPTIOH _ 

| Set pr i nter | 

Currently: Mo prirvter 

Set interface slot 
Currently; Slot 1 

Set interface card 

Currently: Apple Super Serial 

Test printer 

Press arroMS to Hove box. 

Press RETURN to select or ESC to exit. 

___Y 
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Sound Option 

Choose the "Sound Option" from the Change Option menu to control the sound for 
classroom use. TIGER'S TALES initially uses sound. To change the sound from on to 
off, select "Sound off" and press RETURN. 

Input Option (Switching Keyboards) 

Choose "Input Option" from the Change Option menu to use different devices to control 
the program. TIGER’S TALES originally is set to use with the regular computer 
keyboard. However, the program also works with the Touch Window and Muppet 
Learning Keys. You can change the program to work with any of these devices by 
choosing the Input Option and selecting one of the devices. Press RETURN to confirm 
your choice and return to the Change Option menu. 

If you choose the Touch Window, you'll also be asked to calibrate the window to your 
TV or monitor by touching two boxes on the screen. 

Additional information on the Muppet Learning Keys can be found on page 32, and on 
the Touch Window on page 33. 

Leaving the Change Option 

Select "Exit" on the Change Option menu and you will return to the Story Menu. 

NOTE: Once you've changed any of the settings for the program, they remain in effect 




TEACHING TIPS 


General Suggestions 

Before assigning a story, go through the WORDS and STORY sections on the 
computer (or refer to the printouts of the story and other descriptive information printed 
in this Teacher's Guide). Familiarize yourself with the vocabulary used. Note the 
words your students do not know. You may want to specifically teach these words. 

Students can read the stories individually, in pairs, or as a class (on a large screen). 
Discuss the story, during or after the reading, and assign the accompanying 
reproducible worksheet. Do the follow-up activity listed with each story. (The 
worksheets and follow-up activities are optional and can be used as needed.) 

Using the Program with Pre-Readers 

Students who are not reading yet can benefit from the WORDS section of every story. 
Using these sections, students can build a vocabulary of sight words to prepare them 
for reading later on. The picture-to-word matching teaches discrimination skills 
important in learning to read. Since the selection and the sequence of pictures and 
words vary each time the WORDS section is used, students can drill on the sight words 
without losing interest. 

Using the Program with Gifted Students 

Students reading above first grade level will enjoy the stories and can benefit from the 
problem-solving aspect of them. 

Gifted students can be designated "helpers" to read stories aloud to pre-readers who 
can listen and choose the matching pictures. This gives the gifted students additional 
practice in reading and builds the listening skills of the pre-readers. 

Using the Program with Special Education Students 

TIGER'S TALES needs only two keys to input answers throughout the program so it is 
simple, consistent, and easy for students to use. Also, a Touch Window (on the Apple 
Version), a joystick (on the Commodore 64 version), or the Muppet Learning Keys can 
be substituted for the computer keyboard. 

TIGER’S TALES gives immediate visual feedback on answers. In WORDS, correct 
answers get a visual reward, incorrect answers are crossed out leaving only the right 
answer on the screen. In the STORY, right answers are rewarded by having the story 
move to the next page, and wrong answers are corrected on screen. 
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The stories build in length, vocabulary, and number of branches, so the stories can be 
used by students with a variety of skill levels. WORDS emphasizes picture recognition 
and sight-word development. The STORY emphasizes comprehension and 
problem-solving skills. 

Since the program does not depend on sound, it can be used with hearing-impaired 
students. 

Teaching Problem-Solving Skills with TIGER'S TALES 

TIGER'S TALES is an excellent medium to teach problem-solving skills in the reading 
curriculum. TIGER'S TALES emphasizes the need to read to gain enough information 
to solve a problem. The "need" is a powerful factor in motivating students to improve 
their reading skills. Since TIGER'S TALES contains interactive stories, students have 
an opportunity to respond and make decisions on every page of the story. This gives 
even inexperienced readers the feeling that they have control of the story, and it 
improves their problem-solving skills. This results in reading being a pleasurable and 
rewarding experience, encouraging students to want to read more. 

The TIGER'S TALES Reading Award 

The TIGER’S TALES Reading Award sheet can be reproduced to record each story 
read by the students. After a story is read, students can be rewarded with a gold star or 
sticker put in the box next to the story (or the students can color in the box). The 
awards can be hung on a bulletin board display or taken home to show parents. The 
award could also be used as a cover for a TIGER’S TALES booklet for each student. 
This booklet would contain the five completed worksheets from the stories. 

Using the Worksheets 

Each story has an accompanying worksheet. The reproducible worksheets can be 
used as needed by the teacher. The worksheets emphasize and extend 
comprehension skills and are directly tied to the stories. They should be completed 
after a story is read. 

Follow-up Activities 

Follow-up activities are suggested for each story. These include art, drama, games 
and real-life experiences to extend the TIGER'S TALES stories. 




THE RED HAT 


- ^ 

T iger is a ca +. 

T iger P i n <d s a r~ <d hat. 

1+ looks like Bear-’s + . 

Go and see Bear-. 



PICK ont wits th« kry . Pr«*f RETURN . 




j 



Description: 


Reading Level: 
WORDS vocabulary: 


Worksheet: 


Follow-Up Activity: 


Tiger finds a red hat and tries to locate 
its owner among his animal friends. 

This story has two separate story lines 
(six pages per story) with a common ending. 

1.3 (Spache Formula) 

sun, bear, bug, bird, man, fan, box, boy, 
bus, book, duck, fox, cow, grass, mouse, 
frog, rabbit, pig, dog 

"The Red Hat" 

Objective: To draw conclusions 

Have the students act out the story as 
a play. Students can make paper bag 
animal masks for their costumes. Invite 
parents to see the play. 
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THE RED HAT 


THE RED HAT STORY 
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THE RED HAT Worksheet 


Read the sentences. 

Draw a line to the answer. 


1. My name is Tiger. 
I find a red hat. 


2. My hat is all wet. 

I like to jump and swim. 


3. My hat is fuzzy. 
I say moo. 


4. I do not like hats. 
But I like to fly. 


5. The red hat is not my hat. 
It is my dish. 







Objective: To draw conclusions 

Sunburst grants permission to reproduce this sheet. “| 4 
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TIGER HID 
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Description: 


Reading Level: 
WORDS Vocabulary: 


Worksheet: 


Follow-up Activity: 


Tiger hides and the students must find him. 

This story has two separate story lines and 
endings. Each story line has five pages. 

1.3 (Spache Formula) 

house, park, boy, bus, bed, book, mouse, hat, 
box, cake, stars, wagon, car, bell, tree, 
duck, frog, flowers 

"Tiger Hid" 

Objective: To follow directions 

Play "What's Hiding?" with the class. 

Collect a number of objects (like an eraser, 
pencil, etc.) and put them in a box and 
close it. (Don't let the students see the 
objects.) Describe an object in the box 
to the class. The student who correctly 
guesses the object can choose a new 
object to describe, and continue the game. 
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TIGER HID 


TIGER HID STORY 
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Objective: To follow directions 

Sunburst grants permission to reproduce this sheet 
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PIG'S HOUSE 



Description: 


Reading Level: 
WORDS Vocabulary: 


Tiger's friend, Pig, asks Tiger to come 
over and play. When he arrives at Pig's, 
Tiger finds that Pig has arranged a 
surprise birthday party for him. 

This story has from six to eight pages with 
one story line and one set of branching. 

1.3 (Spache Formula) 

bus, car, girl, bike, gifts, door, park, 
fish, nut, fan, pipe, tire, cake 


Worksheet: 


"Pig's House" 

Objective: To review vocabulary words 


Follow-up Activity: Copy two sets of the vocabulary words in 

the WORDS section onto flash cards. 
Shuffle the cards and deal them out to a 
small group of students, taking out a card 
from one pair and designating it as the 
"odd" card. Have the students match the 
word pairs playing the game like Old Maid 
The student left with the odd card loses. 
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PIG’S HOUSE 


PIG'S HOUSE STORY 
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Happy Birthday, T '3° 



Objective: To review vocabulary words 
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TIGER'S KITE 



Description: 


Reading Level: 
WORDS Vocabulary: 


Worksheet: 


Follow-up Activity: 


Tiger wants to enter his school's kite¬ 
flying contest so he buys a kite and 
practices flying it. When he takes the 
kite to school, Tiger sees Rabbit who is 
very sad because he has no kite. Tiger 
gives Rabbit his kite, anc Rabbit enters 
the contest and wins. 

The story has from six to ten pages with 
one story line and two sets of branching. 

1.4 (Spache Formula) 

kite, string, school, table, sheep, cow, 
book, tree, bell, window, gate, fox, 
rabbit, duck 

"Tiger's Kite" 

Objective: To put events in a sequence 

Ask the students to bring kites to school. 
Fly them at recess time. 
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TIGER’S KITE 


TIGER’S KITE STORY 
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TIGER’S KITE Worksheet 


Put the sentences in 1,2, 3 order. 





Tiger buys a kite. 
Tiger flies the kite. 


Tiger puts the kite together. 


Tiger goes to school. 


Tiger sees Rabbit. 






Tiger gives his kite to Rabbit. 


*r-: 


Rabbit, Fox, and Duck are in the contest. 


Fox and Duck do not win. 


Rabbit wins the contest! 




Objective: To put events in a sequence 
Sunburst grants permission to reproduce this sheet. 
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CAMPING TRIP 



Description: Tiger enjoys the experience of camping with 

his friend, Dog. 

The story has from nine to thirteen pages 
and two sets of branching. 

Reading Level: 1.5 (Spache Formula) 

WORDS Vocabulary: logs, tent, fire, pail, rock, soup, bug, 

boat, moon, sun, fish, bear, dog, pig, book 

Worksheet: "Camping Trip" 

Objective: To recall events in a story 

Follow-up Activity: Have students think of an exciting 

adventure that Dog and Tiger might have on 
a camping trip. Create a class story about 
it. Write it on the chalkboard. Have the 
students copy the story and illustrate it. 
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CAMPING TRIP 


CAMPING TRIP STORY 




25 


CAMPING TRIP 


CAMPING TRIP STORY (continued) 
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CAMPING TRIP Worksheet 


Read each sentence. 

Circle the missing word. 

Print the word in the sentence. 


1. Tiger and _ went camping. 

box park Dog 


2. They set up a __ in the woods. 

tent wagon school 


3. Tiger fished in the _ 

bus bell lake 


4. Tiger and Dog like to _ 

camp log door 


SUISBLRST 

COMMUNICATIONS 



Objective: To recall events in a story 

Sunburst grants permission to reproduce this sheet 
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Tiger’s Tales Reading Award 


NAME 


has read these stories. 


□ The Red Hat 

□ Tiger Hid 
Zj Pig’s House 
HI Tiger’s Kite 


& (X> 


Sunburst grants permission to reproduce this sheet. 


SUNBURST 

COMMUNICATIONS 





NOTE TO PARENTS 


TIGER'S TALES was written primarily for children to enjoy. The stories give children a 
feeling of involvement. The animated end sequences, especially, give a "real" feeling 
to each story, something a storybook cannot do. 

Since reading attitudes are set early, it is important that children find reading an 
exciting and interesting experience. When you use this program, let your child's 
interest dictate the order in which the stories are read. The stories are not dependent 
on one another and can be read in any order. (However, the stories build in length 
and vocabulary, so poorer readers should begin with the first story.) 

Read the story along with your child. Help with difficult words. Talk over the story 
choices as you read each page. Make the reading a learning experience that is fun for 
you as well as your child. After all the stories are read, ask your child to read them to a 
younger brother or sister, or to an older adult or grandparent. Children love to show off 
their new reading skills. 

Encourage your child to read more. Allow your child to pick out his or her own reading 
material. You can test the readability of a story by having your child read aloud a 
paragraph from it. If your child stumbles over many of the words, pick another story that 
is more appropriate to your child's reading level. 

Give computer reading programs, books, and magazines as holiday and birthday gifts. 
Make sure vou read so your child will realize that reading is an important skill worth 
learning. 
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COMMODORE 64 : WORKING WITH THE COMPUTER 


Turning On the System 

1. Plug the joystick or the Muppet Learning Keys into Port 2 of the computer. 

(These devices are optional.) 

2. Turn on the color television or monitor. Adjust the volume. 

3. Turn on the Commodore 64 printer (VIC 1525) or any printer compatible in graphics 
mode to a Commodore 64 printer, such as an Okimate 10 printer. (The use of a printer is 
optional.) 

4. Turn on the disk drive before the computer. The switch is located at the back right side of 
the drive. Turn on the computer. You will see the words-- 

****COMMODORE 64 BASIC V2**** 

64K RAM SYSTEM 38911 BASIC BYTES FREE 
READY. 

5. Open the disk drive door and insert the diskette. Close the disk drive door. 

7. Type LOAD "0:*",8 and press the RETURN key. The red light on the disk drive will come 
on. The computer will print-- 

Searching for 0:* 

LOADING 

READY. 

8. Type RUN and press RETURN. 

9. After a few introductory screens, the question "Are You Using the Muppet Learning Keys?" 
will appear. If you are using the Muppet Learning Keys, type Y (for yes) on the Muppet 
Keyboard. From this point oh. all input must be made on the Muppet Keyboard. 

Stopping the Program 

1. If you want to stop during the program, hold the CTRL (CONTROL) key and press the "E" 
key. If you are using the Muppet Learning Keys, press ZAP. 

Shutting Off the System 

1. Remove the diskette. 

2. Turn off the disk drive, computer, television and printer. 

NOTE: If you use a joystick, you will need to use the computer keyboard at the main menu, to 
stop in the middle of a story, to print, or to return to the main menu. 
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APPLE: WORKING WITH THE COMPUTER 


Turning On the System 

1. Plug the Muppet Learning Keys or the Touch Window into the joystick port of the 
computer. These devices are optional. (See pages 32 and 33 for more detailed 
information.) 

2. Turn on the color television or monitor. 

3. Turn on the printer. (The use of a printer is optional.) 

4. Insert the diskette into the disk drive with the label facing up and on the 
right. Close the door to the disk drive. 

5. Turn on the Apple II. (The on-off switch is on the back left side of the 

computer.) You will see a red light on the disk drive turn on. If the 

disk drive light does not turn on in 10 seconds, turn the Apple off and 
make sure your diskette is placed correctly in the drive. 

6. The Sunburst logo will appear, followed by the title screen. The Story Menu will 
be seen. Press the CONTROL key and T key to reach the Change Option where 
you can set up the printer, Touch Window, and Muppet Learning Keys, and turn 
the sound off or on. 


Stopping the Program 

Hold down the CONTROL (CTRL) key and press the E key (CONTROL E) 
to stop the program at any time. If you are using the Muppet Learning 
Keys, press the ZAP key. 


Shutting Off the System 

1. Remove the disk and store in a safe place. 

2. Turn off the computer, television or monitor, and printer. 


Note: A joystick cannot be used with the Apple version of TIGER'S TALES. 
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APPLE: WORKING WITH THE MUPPET LEARNING KEYS 


Installing the Muppet Learning Keys 

1. Plug the Muppet Learning Keys into the joystick.port on the back of the Apple lie, 
lie, or IlGS. If you have an Apple II+, you'll need an adapter. Plug the adapter into 
the joystick socket inside the computer, then plug the Muppet Learning Keys into 
the adapter. 

2. Follow the steps on page 31 to turn on your Apple and start the program. 

3. When the Story Menu appears, hold the CONTROL key and press the T key to 
enter the Change Option. Choose "Input Option" and then select the Muppet 
Learning Keys. 


Operating the Muppet Learning Keys 

1. These keys work with TIGER'S TALES: the number keys, right and left arrows, 
the PRINT, the GO, and the ZAP keys. 

2. If you want to stop at any time, press the ZAP key. Pressing ZAP returns you to 
the Story Menu. 





APPLE: WORKING WITH THE TOUCH WINDOW 


Installing the Touch Window 

1. Plug the Touch Window into the joystick port on the back of the Apple lie, lie, or 
IlGS. If you have an Apple II+, you'll need an adapter. Plug the adapter into the 
joystick socket inside the computer, then plug the Touch Window into the adapter. 

2. Use the materials provided to attach the Touch Window to your monitor or 
television screen. 

3. Follow the steps on page 31 to turn on your Apple and start the program. 

4. When the Story Menu appears, hold the CONTROL key and press the T key to 
enter the Change Option. Choose "Input Option" and then select the Touch 
Window. You'll be asked to calibrate it by touching two boxes on the screen. 

Operating the Touch Window 

1. Just place your finger on the screen. When you lift your finger off, you've selected 
that option. If you change your mind, slide your finger over to another option 
without losing contact with the screen. 

2. If you want to stop at any time, press CONTROL E on the computer keyboard. 
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Apple IlGS: Control Panel Settings 


To allow your Apple IlGS to work properly with Sunburst software, certain Control Panel 
Settings must be selected. The Apple IlGS retains these settings even after the power 
is turned off. 

To Use the Control Panel: 

• Turn on the Apple IlGS and monitor. 

• Enter the Control Panel main menu by holding down the CONTROL and 
OPTION keys, and then press RESET (the rectangular key located above the 
number keys). If your Apple IlGS is in an Apple lie case, use the closed-apple 
(*) key instead of OPTION. 

• Press the 1 key to enter the Control Panel. 

• Use X ancl T *° highlight the feature you want to change and press RETURN. 
Again use l and f to highlight a specific option and change it by using the «— 
and —► keys. 

• After you have finished making changes, select Quit to use the Apple IlGS. 

1. Change the Display: 

• Highlight Display and press RETURN. 

• Set Type to Color. 

• Set Columns to 40. 

• Set Text to White. 

• Set Background to Black. 

• Set Border to Black. 

• Press RETURN to save the changes and to go back to the Control Panel. 

2. Change the System Speed: 

• Highlight System Speed and press RETURN. 

• Set System Speed to Normal. 

• Press RETURN to go back to the Control Panel. 

3. Change the Slots: 

• Highlight Slots and press RETURN. 

• Set Slot 1 to Printer Port. If you are using a printer card, select the slot 
number your printer card is in. 

• Set Slot 6 to Disk Port, if you use a 5.25 - inch drive connected to the disk 
drive port. 

• Set Slot 6 to Your Card, if you use a 5.25 - inch drive connected to a 
controller card in Slot 6. 

• Set Startup Slot to Scan. 

• Press RETURN to go back to the Control Panel. 
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"WHAT HAPPENS IF...?" SUNBURST COURSEWARE AND WARRANTY 


1. What happens if a program will not load or run? 

Call us on our toll-free number and we will send you a new diskette. 

2. What if I find an error in the program? 

We have thoroughly tested the programs that SUNBURST carries so we 
hope this does not happen. But if you find an error, please note what you 
did before the error occurred. Also if a message appears on the screen, 
please write the message down. Then fill out the evaluation form or call us 
with the information. We will correct the error and send you a new diskette. 

3. What happens if the courseware is accidentally destroyed? 

SUNBURST has a lifetime guarantee on its courseware. Send us the 
product that was damaged and we will send you ameworre. 

4. How do I stop a program in the middle to go on to something new? 

A program can be ended at any time by holding the CONTROL (CTRL) key 
down and pressing the "E" key. If you are using the Muppet Learning Keys, 
press ZAP. 

5. May I copy this diskette? 

The material on the diskette is copyrighted. You should not copy the 
diskette. 

6. Can I remove the diskette from the disk drive once the program 
has loaded? 

No, it is not recommended. 






